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The force of gravity pulls you toward unparal¬ 
leled danger as you fly into Gravitar action. 
Ytour little space ship must conquer planet after 
planet—knocking out every missile-firing 
enemy bunker and hovering gently over fuel 
depots to beam up new energy supplies and 







Which of these three classic Atari games would you like to add 
to your collection 7 

WARLORDS Hurl fireballs at your opponents’castle walls, break¬ 
ing them away until you have a clear shot at your enemies. Up to 
four people can play at the same time! Item Code FAN 
VIDEO PINBALL Bumpers! Plungers! Rippers! 

Rollovers! A complete pinball game in videogame ^ 

form. Item Code FAP 

ASTEROIDS The Atari arcade smash 

comes home in this challenging adap- 

tation —amustfor every ^- 

cartridge collection. 

Item Code FAQ ^ 


take 

YOUR CHOICE 
"f FREE WHEN 

YOUR ORDER 
FROM THIS ISSUE OF 
. ATARI AGE 

TOTALS $40.00 
fe©s. OR MORE! 


selection on the 
enclosed orderform, or 
ell it to the representative 
urtoll-free order number 
—1 -800-538-8543 


1-800-672-1404) 
Offer expires 12/1/83-Order Today 
















With all this talk about Gravltar, I don't wan 
to shortchange some of the other noteworthy 
cartridges included in this issue of Atari Age. 
For everyone who's been waiting eagerly for 
Dig Dug to appear, your wait is over—and it 
was worth it I Atari has used a new larger- 
capacity memory format for the 2600 system 


? of WaterWorld. We may 

, but Atari just keeps 


P S. I don't usually bother giving you my own 
playing tips—I learn how to master most garr 
by reading your letters. But I've been playing 
Atari 2600 Dig Dug and discovered one abso 
lutely crucial maneuver. Don't just keep the fir 
button pressed and wait for the pump to^^ 
pop your enemies—hit that button 
repeatedly and fast! They'll pump 
1 up nearly Instantly that way. and 
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SwordQuest 
Water World 


$31.95 







Atari News 










MARIO BROS. 
IS COMING 



IS. may seta new record for speedy adaptation 
from arcade to home screen —the coin-op game appeared 
only this summer, and the Atari version is due in time for 
Christmas. 

The game brings back Mario, the daring carpenter who 
so valiantly rescued Pauline in Donkey Kong. Mario's 
love life is not a factor in this game, though. Now he has 
given up the construction business and taken up plumbing, 
working with his brother Luigi. The two of them battle a 
strange assortment of creatures on a screen with four 
levels of flexible floors. At the top of the screen are two 
pipes, and out of those pipes come the pesky critters — 
Shellcreepers (turtles), Sidesteppers (crabs), Fighterflies 
(flies), and Splices (ice men). 

Each enemy has its own distinctive pattern of movement, 

move is the same, though—Mario or Luigi must jump up 
and hit the floor underneath the creature. Bopping a Shell- 
creeper this way immediately flips it ( ' ~ 



:le face and speeds up tremendously. Only th 


Mario Bros, has a lot going for it. While it can be played 
>y one player, the two-player option is a special treat. This 
s one of those rare games where both players can be on 
creen at the same time, working together to 
r trying to knock off your br 
e is plenty of variety in the gameplay, fr 
;t-flying fireballs and multiple creatures to bonus rour 
slippery floors, and a useful "Pow" button. All of the f 

• animation achieved by Atari programmers is 
probably the finest ever available for both systems. 

; details and ordering information in the 

eof Atari Age. 













































































TAKE ADVANTAGE OF THE ATARI CLUB 

FREE BONUS CARTRIDGE OFFER See Pages.or details 





WE WANT 
MORE MEMBERS! 


The Atari Club is growing 

larger by the day, and we 

couldn't be happier about it 

We mailed out more than a 

million copies of this magazine! 
But there are still millions of 
Atari fans who haven't joined 

the Club, and we need your 

help to reach them. 


THE BENEFITS 
KEEP GETTING BETTER 

Tell your friends about the 
Atari Club opportunities and priv¬ 
ileges that no one else hasl 

• Inside advance information 
on new games and equipment, 
often months before the general 
public finds out 

• Contests open to Club Mem- 


computer systems and stacks "of game 
cartridges. 

• Special Atari games like Atari 
Video Cube and Gravitar offered 
exclusivel y to Club members. 

• Playing tips and clues to finding 
hidden cartridge "secrets." 

SPECIAL BONUSES FOR YOU 
AND YOUR FRIENDS 





















mind-boggling bralnteasers, and a very exciting: 

message pointed out by an eagle-eyed Club Mem_- 

lana. If you would like to contribute to your Club mag« 


send your observations, artwork, jests an 




VIDEO BRAINTEASERS 




pointed them L 

belong to the aentlem 


till having trouble? Try | 

























YOU'LL DIG 


One of the best-loved arcade hits of all time is 
home at last—DIG-DUG I 

Plug in the cartridge, grab your joystick, and you 
become Dig-Dug, the dauntless miner who deftly 
battles strange foes beneath the earth's surface. 

Ybu create a complex maze of tunnels yourself 
using your trusty shovel. Set traps for your strange 
underground enemies,—Fygar, the fire-breathing 

creature who's deadly to the touch. 


You're armed with a powerful pump—hit your 
enemies with the tube and you can pump them up 
till they pop. Or for even more points, tunnel under 
a boulder and send it crashing down on your pur¬ 
suers. \Xfctch out, though —Fygar and Pooka can 
turn ghostly at any moment, ignoring all tunnel 
walls and heading straight at you I 

DIG-DUG—the underground smash now 
available for the Atari 2600 and 5200 systems. 



ATARI 2600 

DIG DUG 

Club Member 

Price $31.95 



ATARI 5200 

DIG DUG 

Club Member 

Price $36.95 


DON'T MISS THE ATARI CLUB'S 
FREE BONUS CARTRIDGE OFFER s« 







THIS ISSUE: 
SHOULD THERE 
BE A HOME 
COMPUTER IN 
YOUR HOME? 


equipment or programs you bi 


Don't just buy the first computer to catch 
your eye with a snappy commercial or attrac¬ 
tive packaging. Understand that the equip- 


in the world of home computers. Manufac¬ 
turers have learned to build computers more 

used in them has gone down, and they are 
selling enough of them to make a decent 
profit at a lower price per unit. Put it all 
together, and the price of a home computer 

features? Assuming 
once again that you are the "average" home 
comDuter user, the question can be turned 
"""i"* —? do you want?" 



size of computing equipment 1 

Unfortunately, the folks in charge ofexpl? 
ing what the machines can do for you have 
not been quite as ingenious as the engineers. 

Whetheryou buy a computer at a depart¬ 
ment store, a computer specialty store, or 
by mail, it is important that you have: 
knowledge about computers L 


WORD PROCESSING 

gets top-of-the-list status primarily 
- being used right nc * - -- 






• MONEY MANAGEMENT 

The home computerist can find "user 
friendly" programs which make it easy to 
keep track of home or business budgets, to 
analyze investments, and file financial infor- 

computers can now organize all the finan- 
inventory, cash flow management, billing, 
traditional "business" computers. 

• LET THE BUYER BE AWARE 
That's a fast glimpse at what a home com¬ 
puter can do for you. Now, assuming you 
have answered the question, "Do I want one 

a whole new set of questions about choosing 

saying goes. The answer is to be aware of 
the ins and outs of home computer purchas¬ 
ing. We'll discuss the critical points to con- 



information. Everything from names and ad¬ 
dresses to recipes to budget items to details 
on the specimens in a coin collection can be 
stored using your computer, and pulled out 
when needed. The computer also lets you 
sort through the information you've stored. 
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NOW CLUB MEMBERS GET EVEN MORE FOR 
THEIR MONEY 

ARC stands for Atari Redemption Certificate. You can 
use ARCs to save on selected Atari video game cartridges, 
and accessoiy items such as storage units and controllers. 
In coming months, more ARC benefits will be introduced, 
including the opportunity to preview new Atari games 
before they're released, and special ARC contests. 

START COLLECTING THEM NOW 

To get the ARC program rolling, we're going to give 5 
ARCs to eveiyone who orders anything at all from this 


issue of Atari Age. We've also added ARCs to the rewards 
for contributors to the "Your Turn" section, and the prize 
list for our regular Contest feature. In addition, you will get 
ARCs as a bonus when you renewyour Club membership, 
and new members will get some ARCs as a "welcome” gift. 
More ways to earn ARCs will be coming soon. 

WHAT CAN I DO WITH ARCS? 

Your first chance to sample the power of ARCs will be a 
special money-saving cartridge offer described in detail 
with the first ARC you receive. And you'll find new ARC 
offers in every upcoming issue of Atari Age magazine. 


ARCS — 



THE CLUB CURRENCY 



Same- 
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OFFICIAL ATARI COIN VIDEO RECORDS 

DATE 

11/13/83 (53, 

12/29/81 (5 hr. 25 min.) 

™,^ (12hr) 


them, scooting through the tunnel 

\Xterps which transport players auto¬ 
matically to higher play levels and 
bigger points. 

will take fast hands and great reflexes 

















































ttopg SUF 


W///A///////I 




COWABUNGA, IT'S COOKIE MONSTER! 





























1 IP 





TIME 

o 

q pa 

«> i | 











